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WARNINGS 
READ BEFORE USING YOUR SEGA VIDEO GAME SYSTEM 
EPILEPSY WARNING 


A very small percentage of individuals may experience epileptic seizures when 
exposed to certain light patterns or flashing lights. Exposure to certain patterns or 
backgrounds on a television screen or while playing video games may induce an 
epileptic seizure in these individuals. Certain conditions may induce undetected 
epileptic symptoms even in persons who have no history of prior seizures or epilepsy. 
lt you, or anyone in your family, has an epileptic condition, consult your physician 
prior to playing. If you experience any of the following symptoms while playing a 
video game — dizziness, altered vision, eye or muscle twitches, disorientation, loss of 
awareness, any involuntary movement or convulsions — IMMEDIATELY discontinue 
use and consult your physician before resuming play. 


PROJECTION TELEVISION WARNING 
Still pictures or images may cause permanent picture-tube damage or mark the 
phosphor of the CRT. Avoid repeated or extended use of video games on large- 
screen projection televisions. 
SEGA SATURN VIDEO GAME USE 
This CD-ROM can only be used with the Sega Saturn system. Do not attempt to play 
this CD-ROM on any other CD player; doing so may damage the headphones and 
speakers. This game is licensed by Sega for home play on the Sega Saturn system only, 
Unauthorized copying, reproduction, rental, public performance or broadcast of this 
game is a violation of applicable laws. 
The characters and events portrayed in this game are purely fictional. Any similarity 
to other persons, living or dead, is purely coincidental. 
HANDLING YOUR COMPACT DISC 

The Sega Saturn compact disc is intended for use exclusively on the Sega Saturn 
system. 
Avoid bending the disc. Do not touch, smudge or scratch its surface. 
Do not leave the disc in direct sunlight or near a radiator or other source of heat, 
Always store the disc in its protective case. 

ESRB RATING 
This product has been rated by the Entertainment Software Rating board. For infor 
mation about the ESRB rating, or to comment about the appropriateness of the rating, 
please contact the ESRB at 1-800-771-3772. 

Visit Sega’s Internet Sites at: 


Woo. 


web site: http://www.segaoa.com 
ftp site: ftp.segaoa.com 
email: webmaster@segaoa.com 
CompuServe: GO SEGA 
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For French Instructions, please call: 
Instructions en francais, téléphoner au: 1-800-872-7342 
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1. bet up your Sega Saturn System™ as described in its 
instruction manual. 


a. Place the Congo disc, label side up, in the well of the CD tray 
and close the lid. 


3. Turn on the TV or monitor and the Sega Saturn. The Sega 
saturn logo will appear on screen. If nothing appears, turn the 
system off and make sure it is set up correctly before turning 
it on again. 


4. lf you wish to stop a game in progress, or the game ends, 
press the Reset Button on the Sega Saturn console to display 
the on-screen Control Panel. 


Important: Your Sega Saturn CD contains a security code that allows 
the disc to be read. Be sure to keep the disc clean and handle it care- 
fully. If your Sega Saturn system has trouble reading the disc, remove 
the disc and wipe it carefully, starting from the center of the disc and 
wiping straight out toward the edge. 
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No popcorn box to hide behind this time, Kabalo. 


The diamond expedition has gone awry as your plane has 
crashed somewhere on the outskirts of the Congo jungle. 


_ You're alive, but not for long—unless you find the antidote 
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. The antidote, and the diamonds, await somewhere in 
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this dark, dense jungle. All you have to do is get past 
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Giant Mosquitoes, “Mutant” Grays, voodoo Totems and 
Double-Headed Snakes. Not to mention Spiders and 
Colubus bats. 

You've got quite an adventure on your hands. Be glad you 


still have your Auto-Mag pistol. 
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Slide Left 
Crouch 
(Trigger) 





Directional Pad 


Standard Controls 


START 





D-Pad UP or DOWN 


D-Pad LEFT 


D-Pad RIGHT 





Start Slide Right 
Crouch 
/ (Trigger 


| ____ Buttons X, Y¥, 4 


Access Automap screen. 


Walk FORWARD and 
BACKWARDS respectively. 


Pivot LEFT. 


Pivot RIGHT. 
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A BUTTON 





B BUTTON+D-Pad 








C BUTTON 





L+R Triggers 








Y BUTTON 


£ BUTTON+D-Pad 
L Trigger 


R Trigger 


A and C Buttons are 
reversed on mission stick to 
allow the weapon Button to 
be on the Trigger Stick. 


Jump. (Press the D-Pad in 
appropriate direction to guide 
jump. To jump and slide, press 
the L or R Triggers. Hold the B 
Button to jump farther.) 


Run. 


Fires selected weapon. (Hold 
to repeat fire, release to end fire.) 


Crouch. (To walk while in crouch 
position, hold down both Triggers 
and press UP or DOWN on the U-Pad) 


180° spin. (Tap the D-Pad LEFT for 
a 90° left turn. Tap the D-Pad 
RIGHT for a 90° right turn.) 

Press and hold to call-up your 
weapon inventory. Press the D-Pad 
to select weapon. (For quicker 
weapon selection, tap the Y Button 
to cycle through weapons.) 


Look around. 
Slide LEFT. 


Slide RIGHT. 











To make a selection, press the D-Pad UP or DOWN to choose 
an option and press the START Button to enter your selection. 


To make a selection under a Main Game Menu option, press the 
D-Pad LEFT or RIGHT. 





Play New Game 
Here you can begin a new game, select the difficulty of the game, or 
continue a saved game. 





View Controls 
Here you can view a diagram of the controls assigned to each button. 


Set Options 
Here you can adjust the volume of the game, sound FX, and 
background music levels. 





The following items appear on the Uptions Menu. 





Sound 
Here you can hear the sound effects in Mono or Stereo, and you can 
raise or lower the volume level of the sound FX. 








Music 
Here you can raise or lower the volume level of the game 
background music. 








To access the Automap Screen, press the START Button durin 
gameplay. The following items appear on the Automap Screen. 





Gives you a top-down view of the terrain you have covered, and 
your relative position on that map. The intersection of the cross-hair 
lines is your location. Unexplored areas dont appear on this map. 
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Here you get an update on your current health status (from 1 to 100) 
and: the number of Diamonds you have collected. 100 indicates full health. 





Goals 


: Allows you to view the latest entry in your daily journal. 





Sound FX+Music 
} Here you can adjust the volume levels of the game sound FX and 
background music. To adjust, press the D-Pad LEFT or RIGHT. 
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The following e Main Game Screen. 
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Selected Weapon ‘Location Ma 


Selected Weapon 

The weapon you are currently using is the one shown. To access a display 
of the weapons you have available, you must press and hold the Y Button. 
Here you access any of the weapons you've acquired during your journey. 
Use the D-Pad to select the weapon. You begin with an Auto-Mag Pistol. 
This weapon has unlimited ammo, but the time between shots is greatly 
reduced if you have only “1” ammo. Tap the Y Button to cycle through the 
various guns. 


Health Meter 

Displays your current health status. When you get injured, your 
heart reading will drop and turn red to alert you that you are in 
serious danger. Full health is 100. 


Ammo Gount 
Displays how much ammunition you have remaining in the weapon 
you are currently using. 


Location Map 
Provides an aerial view of your orientation in relation to your map. You 
appear as a white arrow and leave a yellow trail that tracks where. 
you have been. | 











The following is a description of the various Power-ups you 
must collect to survive the danger of the Congo. Io collect a 
Power-up, simply walk over it. Jump over Power-ups if you 
wish to save them for later. 


Health 


There are two types of Health Power-ups to collect. 
One replenishes your health by 25%, the other by 
100%. If you are completely healthy then health 
Power-Ups cannot be collected. 








Lontinue 
Gives you an extra life you can carry 
with you to the next levels. 





Antidote 

Found in specific levels—cures the 
effects of fever and snake venom. 
The antidote will prevent the next 
two Snakes from poisoning you 
again. [f you are not poisoned or 
infected with the fever, you cannot 
pick up the antidote. 


Backpack 

Increases the amount of ammo you 
can carry at one time. One of these is 
generally provided with each 
Travicom Diamond Bonus ammo 
drop. Ammo limits can be checked 
on the weapon Inventory Screen by 
pressing and holding the Y Button. 








Diamond Bonus 
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Your game is saved at the end of each level. If you die with at 
least one extra life remaining, you can choose to 1) spend your 
extra life (play will continue from your current location in the ‘ 
level with 100% health), or 2) exit game and play a new game, 

or continue a saved game from beginning of current level. Ii 

you die with no lives, the game is over (the previously saved 

game is then deleted). 





The following is a list of the various Weapon Power-ups 
scattered throughout each level. If you are carrying the 
maximum amount of ammo for a particular weapon, you 
will not be able to pick up any more weapon Power-ups for 
that weapon. 





Auto-Mag Pistol 

You always carry this weapon. Ideal for blasting Spiders and 
stunning evil Totems. More accurate at long range ne other 
weapons. Ammo looks like a pile af yellow bul- dum | 0. 
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JJ 5000 Machine Gun 
Fires a powerful shot. Ideal for those SUrPiS€ gegeee 
Mosquito attacks. Ammo looks like an ee 
ammo clip. Initial Madmum Ammo: 100. 






omemeamnmainnies , Blanc Et Noir Elephant 
oe 7 | This pachyderm pulverizer can inflict severe 

damage at short range. Only drawback is its long delay. Ammo 
looks like a clip of red 

shells. Initial Maximum Ammo: JB. 
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Bio-Missile Bazooka 

Launches a small guided missile that hones 
in on organic targets, not inorganic such as 
Totems. Requires missile reloads—essential 
for blasting Spider nests. Ammo looks like a 
group of rockets. Initial Madmum Ammo: 16. 








Phasic Laser 

Emits a continuous, pulsating phasic beam that can vapor- 

-uie ae” ize a Gray or Totem instantly. Feed this thing 
"sparkling blue Diamonds. 














The following is a list of the many creatures you will 
encounter in Congo. Believe us, they are a lot worse in person. 





The Spider is the foot soldier of the Congo jungle. 
Simply put, she will stop at nothing to destroy you. She 





: when she attacks in swarms. 
Mosquito 


A 10-pound mosquito, that is. The only real 
threat this pest poses is the venomous spittle 
she spews at her prey. Prepare for war. 








Two-Headed Snake 
‘@ee77 A native in the Congo, this Siamese ‘slitherer’ likes to 
baste her victims in her vicious salivary serum. Don't 
get too close—exposure to her spit will cause minor 
damage and temporarily effect your sense of direction. 
Find the antidote for a cure. [he antidote will protect 
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we Ghameleon 
*., Able to blend in with her surroundings, the Chameleon can 
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“Mutant” Gray #1 

The smallest and most common of the 
Grays, “Punching” Grays pack a wallop. A 
549 pound wallop! Aim, fire, move on. 
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~  “Mutant’ Gray #2 

- Very dangerous and aggressive, this Gray can nail its prey 
4 with boulders from 90 yards away. Crafty like 

Lo a sniper, she attacks without warning. Hunt with caution. 
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Colobus Bat 
Found in the Ruins, this bat-like 
monkey likes to surprise its victims 
with a quick lunge, followed by a severe 
clawing of the eyes. Make no mistake— 
she is dangerous. 
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Totems can be found in a variety of shapes and range from 
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“2 some follow like a shadow. All spit deadly exploding darts. 
“~~ ‘ Don't wait for the reds in their eyes to blast these 
termite-intested deities. 


Sarcophagi Sarcophagi are the burial 
coltins/idols that inhabit the Zinj interiors. 
You will encounter several types of 
sarcophagi. Proceed with great caution 


as all fire lasers. 
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boss Grays 

Big, nasty and very hard to kill, there 
are four Grays—each guard their domain. 
Good luck. 
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The following is a brief description of areas you must survive. 





Jungle 
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Dark, sweaty, creepy, 
undisturbed for the past 
1 000 years... The Jungle 
is a great place for you to 
practice your hunting 
skills. Beware of Spiders 
and Mosquitoes, voodoo 
Totems and “Stone 
Throwing’ Grays, as well 
as secret bridges. 
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These are the remnants of the oldest buildings in Zinj. Crumbling 
temples and fortresses dominate this area, along with heavy 
vegetation, Giant Heads, Totem puzzles, Two Headed Snakes and 
‘stone Throwing’ and “Punching” Grays. 





inj City 





Built by the last line of rulers of Zinj, this city remains intact. 
Uniortunately, so do the traps and secret doors. The Royal 
Quarters, the Arena, the Temple, the Dungeon, and the Breeding 
Area...along with Totems, await your arrival. Remember: the 


Aa 


Tey 


ee ain 
Hh on 
rai 


pictograms will set you free. 
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Dark, dank, cavernous and totally unpredictable, the Catacombs 
were carved out by the Zinjites as they dug for diamonds. This 
area is laden with lava pits, diamond riches, a wild river and the 
Amphitheater—home to the Gray gorillas. Hope you can swim! 
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eYou can use your ducking abilities to avoid shots aimed at your head and. 
if your timing is good, to dodge punches, claw swipes and snake bites. Press 


both Trigger Buttons at the same time to duck. 


eWhen using the shotgun wait for your target to get very close so that you 


can do maximum damage. 


ePressing both the Run Button (B) and the Jump Button (A) at the same time 


allows you to jump farther. 


eDon't pick up all power-ups when you first find them. Consider your health 
and ammo limits. It may be worthwhile to come back and pick them up 


later—when you can get a larger benefit from using them. 
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Gail Tsujita 


3 SEEDY GUYS 
Jef Feltman 


Larry Loth 
Willie Mancero 
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Curtis Clarkson and Richard Verdoni 
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MOVIE PRODUCTION 
A COMMOTION PICTURES PRODUCTION 





LAST: 
Butembo Kabalo: Steven Anthony Jones 
Charlotte Burroughs: Angoinette Crosby 


DIRECTOR: 
Robert Caruso 


PRODUCER: 
Andrew Linsk 





EXECUTIVE PRODUCERS: 
Steven Apour 
Sara Holihan 





DIRECTOR OF PHOTOGRAPHY: 
Adam Beckman 





ASSISTANT DIRECTOR: 


David James 


PRODUCTION MANAGER: 


Barbara Parker 


PRODUCTION COORDINATOR: 


Julie Trunk 


GAFFER: 


Eric Blum 


KEY GRIP: 
Brent Cyr 





SWING: 


Lana Bernberg 











SOUND/VIDEO TECH: 
Alan Hertford 





PROP STYLIST: 
Bill McGirr 





MAKE UP/HAIR: 
Steve Anderson 





WARDROBE: 
Tracy Motoyoshi 





ON-LINE EDITING: 


Clive Jenkins - Varitel 





OFF-LINE EDITING: 
Pat Caballero - See Spots Run Editorial 





SOUND EFFECTS: 


Hunter Pipes - Dubey Tunes 





SPECIAL THANKS: 
Squidlo, Big Ape, Toejam & Earl, Toys for Bob, Tim “Triple-Double” 
Dunley, Sarah “Mama” Mason, Scot Bayless, Dante Anderson, Joyce 
Takakura, 5uzie Domnick, Randi Kagan-Casey, Juliet Dutton, 
The Big Man in the Sky. 














LIMITED WARRANTY 


Sega of America, Inc. warrants to the original consumer purchaser that the Sega Saturn 
compact disc shall be free from defects in material and workmanship for a period of 
90 days from the date of purchase. If a defect covered by this limited warranty occurs 
during this 90-day warranty period, Sega will repair or replace the defective compact 
disc atits option, free of charge. This limited warranty does not apply if the defects have 
been caused by negligence, accident, unreasonable use, modification, tampering or 
any other causes not related to defective materials or workmanship. 


To receive U.S. warranty service, call the Sega Consumer Service Department at: 
1-800-USA-SEGA 


To receive Canadian warranty service, call the Sega Canadian Consumer Service 
Wepartment at: 1-800-872-7342 

DO NOT RETURN YOUR SEGA SATURN COMPACT DISC TO YOUR RETAIL 
SELLER. Return the compact disc to Sega Consumer Service. Please call first for further 
information. If the Sega technician is unable to solve the problem by phone, he or she 
will provide you with instructions on returning your defective disc to Sega. The cost of 
returning the disc to Sega’s Service Center shall be paid by the purchaser. 


REPAIRS AFTER EXPIRATION OF WARRANTY 


If your Sega Saturn compact disc requires repairs after termination of the 90-day limited 
warranty period, you may contact the Sega Consumer Service Department at the 
number listed above. If the technician is unable to solve the problem by phone, he or 
she will advise you of the estimated cost of repair. If you elect to have the repair done, 
you will need to return the defective merchandise, freight prepaid and insured against 
loss or damage, to Sega’s Service Center with an enclosed check or money order 
payable to Sega of America, Inc., for the amount of the cost estimate provided to you 
by the technician. If, after inspection, it is determined that your compact disc cannot 
be repaired, it will be returned to you and your payment will be refunded. 


LIMITATIONS ON WARRANTY 


Any applicable implied warranties, including warranties of merchantability and fitness 
(or a particular purpose, are hereby limited to 90 days from the date of purchase and 
are subject to the conditions set forth herein. In no event shall Sega of America, Inc., 
be liable for consequential or incidental damages resulting from the breach of any 
express or implied warranties. 


The provisions of this limited warranty are valid in the United States only. Some states 
do not allow limitations on how long an implied warranty lasts, or exclusion of 
consequential or incidental damages, so the above limitation or exclusion may not 
apply to you. This warranty provides you with specific legal rights. You may have 
other rights which vary from state to state. 
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Sega is registered inthe U.S. Patent and Trademark office. Sega, Sega Saturn, and Panzer Dragoon™ II Zwei are trademarks of SEGA. 
CONGO THE MOVIE™ & © 1996 Paramount Pictures. All Rights Reserved. This game is licensed for use with the Sega Saturn system only. 
Copying and/or transmission of this game is strictly prohibited. Unauthorized rental or public perfurmance of this game is a violation of applicable laws. 
©1996 SEGA, P.O. Box 8097, Redwood City, CA 94063. All rights reserved. Programmed in Japan. Made and printed in the U.S.A. 





